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Introduction 


Battles are by nature fighting, which is mankind's most basic means of waging warfare. Fights do not 
ran at some predetermined place such as outdoors, on the street, or indoors. The well-known "street 

■ r: is not a match in which the participants put on a uniform. To put it simply, a street fight is a 
z'.sical altercation between participants wearing street clothes, 

cs, animations, and other works of fiction contain many fight and combat scenes. There are many 

■ cnt ng techniques that may be found in such works including everything from to vanquishing one's 
zoponent without combat to martial arts. It is difficult to draw and film fight scenes, however, because 
~e T ghts themselves are filled with unpredictable movements. Shots that can be turned into cool 
pictures, however, can be found in systematized "martial arts." 

Tie starting point of martial arts is by nature fighting. Martial arts are bodily techniques and knowledge 
borne of the pursuit and research of fighting/warfare techniques. There are many martial arts types and 
. anations, but the essence of martial arts is hitting and kicking, grabbing and throwing, and choking, 
-cded to this is attacking with a weapon. In other words, judo, karate, boxing, and kendo are refined 
Tms of street fighting. Not only are these common, popular pursuits learned at school and other places 
: Jt they also possess pictorial beauty and cool movements. As such, they serve as an extremely useful 
Terence when rendering "battle" scenes. 
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Impact & Power 

1. Light 

It creates shadows. 

It gives weight and a sense of 
reality to the flesh. It is light that 
captures that moment. 

[Commentary] 

The sense of reality of characters and the thickness and weight 
of the flesh are created by use of light and shade. Light 
iluminates all objects including characters and skin. Always 
think about where the light is coming from. There are many 
kinds of light: sunlight, indoor lights, streetlights, and spotlights. 
Use the type of light source that best brings to life the situation 
you want to depict. Of course, you can tailor the locale and 
composition of the picture to match the kind of light source you 
want to depict. 

[Techniques] 

Making shadows gray using tone is common. When you want to 
emphasize the flesh, add shadows to the flesh using diagonal 
nes. What makes light look most like light, however, is the black 
areas. It is black behind intense, pinpoint light sources like 
spotlights. 





Impact & Power 


2. Locale 

In the background is an empty schoolhouse. 
The protagonist appears with black 
shadows in tow. 

Who in the world is the girl waiting for him? 

[Commentary] 

The cloud of dust, the necktie streaming wildly, and the fluttering 
skirt are used to render the wind. Since wind cannot be drawn 
on a picture, this is how it is rendered, it has the effect of adding 
movement and tension to a quiet scene. A schoolhouse or some 
other building alone is enough to simply indicate a "place," but 
the addition of wind creates time and drama, transforming an 
image that "simply explains the situation" into a "locale." 




[Techniques] 

Using the same type of diagonal line to depict the lower body of 
the protagonist and the silhouettes of the characters in the 
background not only prevents the space from being divided but 
also expresses the fact that they are all in the same cloud of 
dust. On the contrary, making the legs of the girl in the 
foreground white 
enables you to impress 
upon readers the fact 
that she is "someone" 
who differs from the 
orotagonist and the 
s.ihouetted men. 

.ogically speaking, 

~is girl should also be 
a part of the cloud of 
dust, but it is 
-ecessary in comics to 
a. low oneself not do it. 
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3. Sound 

The roar of the train resonates. 

Men are in a melee. 

Breathing, groans, cries, and the sound 
of bones breaking are drowned out. 

[Commentary] 

Ur ke movies and animations, pictures in comics do not 
~ove. Thought is given to the locale and situation in order 
to give pictures a sense of motion and depth. In 
carticular, a battle can be thought of as a "light and 
sound show." Various sounds foster pauses in a battle 
s*d a sense of tension. It is important to keep in mind a 
r ace that evokes "light and sound" when drawing the 
oace/space where a battle unfolds. 



techniques] 

=or a melee scene with multiple opponents, draw an 
sooroaching opponent, a downed opponent, an opponent 
:e ig punched and kicked, and an opponent who was 
downed and is getting up again. These four types of 
xoonents are the minimum requirement for a melee 
scene. You can depict an overwhelmingly strong 
protagonist or a protagonist in a pinch by altering this 


iber. 
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4. Characters 

A mass of muscle stands towering 
behind him. 

The mouth of his expressionless 
face is open. 

What are his vacant eyes staring at? 


'Commentary] 

~~e enemy" should basically be large and strong. Nobody 
i going to take any delight in the protagonist beating a 
■fable enemy. In order for a battle scene to work, the 
:x>ler and stronger the protagonist is, the more you have 
~ create an enemy that the protagonist appears unable to 
:eat. In that sense, a battle is first and foremost a show. 

Eements that draw readers in, keep them on the edge of 
r seats, and generate anticipation are first found in two 
: -aracters having a "showdown." The locale and effects 
;.~ound the two battling characters, 
techniques] 

•troduce the enemy in parts. Do not reveal the entire enemy to readers all at once. The reason many villains 
icoear on the scene in silhouette is because the "mystery" surrounding the enemy generates fear and tension. 
~n s holds true for scenes other than those involving martial arts. In addition, try not to expose the face of the 
T~emy right away by having the enemy wear a helmet or mask, regardless of whether or not it has any actual 
s gnificance. Helmets and other similar props are good for creating effects because part of the face will be 
s-aded. 
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5. Masks 

A hood shrouds the face of a man with 
untold strength. 

Pervasive fog contributes to the 
mysterious atmosphere. 

[Commentary] 

.se of hoods and masks is one way of conveying the impression of 
-ystery. People are intrigued by things that are hidden. It heightens 
re ' curiosity. Consequently, hiding things is an indispensable 
rcnnique. 


~echniques] 

- a real martial arts bout, the fighters make their entrance surrounded 
r. smoke and with illumination in the background. This is because it 
~a*;es them look stronger and cooler. A low camera angle looking up 
: ghtly at the fighters will make their giant bodies look more imposing. 
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6. Close-ups 

Different parts of the flesh move 
at different speeds the instant an 
opponent is felled. 

Though all the movement is fast, 
some parts move faster than others. 

[Commentary] 

Battle scenes can be either slow or fast paced depending 
:n how the moment of the motion is captured. The speed 
ounches and kicks is usually rendered by shading 
arms and legs with diagonal lines. This is because an 
:oject moving at high speed is not visible. When stopping 
and drawing one part, on the other hand, using a close- 
jo will allow you to carve out an "instant." 

Techniques] 

>awing shadows in the foreground on the floor under the 
:art where the protagonist has the enemy in an arm lock, 
-cl on the floor below the falling body, freezes the action 
on the instant the enemy is defeated. 
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7. Free-For-Alls 

There is a flash of lightening. 

The fence shudders and the uproar of 
the battle is drowned out by thunder. 

A battle is a sound and light show. 

[Commentary] 

- Dattle is an instantaneous movie. It is a movie on one sheet of paper. It is not an 

e «aggeration to say that the overall impression of a battle is determined by a single 
:.t Human beings are brought into relief by the sweat and pain of a fighting scene. 

intense motion and breathing lying dormant within a picture are given life by 
■a.'sh natural phenomena such as lightening and rain that evoke images of sound 
air. The hard barbed wire and chain-link fence conjure up images of physical 
:sin. 

ie large outdoor space is full of many elements that bring the picture and the 
■rader together such as sprays of water, various sounds, pauses, and tension. 

~'ese elements are especially required in a street fight that suddenly breaks out 
•"th the participants in their street clothes. The street battle is one of the most ideal 
; nations for creating a cool battle scene. 

techniques] 

- ^ash of lightening is itself a source of light that is easy to understand. It is key to 
:~ading, which is indispensable to depicting the appearance of solidity and the 
:-"se of presence of buildings and characters. Making the edges of the fence shine 
T~ohasizes the cold peril of the metal and adds to the overall atmosphere of the 

-age. 





Judo 


Make use of judo for 
scenes of "throwing" 
and "slamming to the 
ground." 


The grappling begins with 
trying to break the balance 
of the opponent. The trick 
is to brilliantly and 
efficiently dodge the 
oncoming opponent. Then 
you want to outsmart the 
opponent and throw him to 
the ground. You can subdue 
the opponent with a lock if 
necessary. Let's learn how 
to draw "throws" and 
"locks" from judo, the king 
of self-defense. 
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[Grabbing] 



Grabbing of the lapel and sleeve can 
also be used in street fight scenes. 


Wrinkles form 
around the places 
that are being 
grabbed. 


Women usually wear 
a T-shirt under their 
judo uniform. Men 
do not. 


The goal in judo is to break the balance of 
your opponent and throw him. The offensive 
and defensive struggle to try to break the 
balance of your opponent while maintaining 
your own can sometimes lead to rather 
rough pulling back and forth. 




Depending on 


/ The left hand pulls. Step '“a 
into the opponent in a 
twisting motion. 

ng the leg along the 
thigh of the opponent ^he an ^ e 
; sing it up will result °PP oner| t s legs 
nner thigh throw. being thrown to 


opponent's legs after 
being thrown to the 
ground will differ 
depending on the angle 
and velocity of the throw. 


i mu 


circumstances 
when the throw 
was deployed, 
this leg may 
remain in the air 
after using it to 
pick up the 
opponent. 






More Sweeping Hip Throws 
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[Major Outer Reaping] The left hand pulls and the right hand 

pushes. The right side of the chest is 

The opponent is thrown pressed tightly against the left side of the 

almost straight backwards, / opponent's chest, 
so he tends to hit the back / 
of his head on the groun^ 



In the case of female 
characters, it is easy to 
create a sense of motion 
by having the hair fly up. 


>3 




lift 



I Y P 


The right leg is 
not wrapped 
around the 
opponent. The 
opponent's leg 







i/ 





*-is is just before the body drop 
- - 1 , Immediately after this the 
:oonent is thrown off balance with 
- hands. Then the right foot is 
forward. 

This throw basically consists 
of thrusting the foot forward 
immediately after throwing 
the opponent off balance and 
pushing both arms down. 


The right hand grasps 
the outer lapel durintfa 
body drop throw. It is 
eventually let go. 
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The arm is inserted in a 
comic-like, exaggerated 
manner. Fast rotation is not 
possible without the elbow 
tight against the side, so it 
would be difficult to throw 
an opponent this way in 
real life. 



A frame that shows the 


opponent will soon fly 


through the air is often 
inserted between frames 1 
and 2. 
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The opponent is completely 
upside down. He is about to 
be slammed to the ground. If 
the person doing the throwing 
pulls the opponent's arm 
towards himself, it will tie into 
frame 3. 


A person thrown by a lift pull 
hip throw, sweeping hip throw, 
or body drop throw will end up 
in the same position as a 
person thrown by a shoulder 







Widening this area 
increases the sense of 








7 / n - 



:o .ver is being exerted. 

-e is on his knees, so the 
: _tt is raised. The fact that 
•e is being forced to the 
:*ound and that he is 
listing is manifested 
■ere. 


[Side Armbar] 



[Bent Arm Lock] 


[Sliding Lapel 
Neck Lock] 


The goal is to lock the joint and hold the 
opponent down to prevent her from moving. 


3en naturally 
when a person is beint 
choked from behind in 
the sitting position. 
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[Judo Contest Area] 

The athletes wear a 
■ed or white belt over 
their normal belt for / 
centification. The / 
athlete wearing red is / 
always on the right / 
s de as seen from the / 
chief referee. / 


3.6 m (\2 ft. 
-V 


The match takes 
' place within this 
area. It is 

approximately nine 
meters square (30 
ft. square) or 50 
tatami mats. 


Chief Referee 



Assistant Referee 






Scale of Contest Area 

. 7 , 9.1 m (30.3 ft.) 

2.73 m : L 


(9-i ft-)n= 








#1 













mm 


mm 


mm 
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representing a 
protruding bone 




















Middle Punch] 





Lower the hips and strike upward from 
below. It is similar to the upper punch to the 
body in boxing, but the left hand drawn back 
to the hip differentiates karate from boxing. 





A rolled up sleeve often comes 
undone during a match or fight. It is 
not uncommon for the left and right 
sleeves to be different lengths. 


Having a clenched fist while 
taking a hit makes it look like 
the person is enduring the blow 
even if the facial expression is 
one of pain. 


This is a middle punch pose 
where the opponent is being 
struck in the abdomen from 
above. 









The upper kick 
consists of raising 
the knee (thigh) 
and kicking. 
Drawing the knee 
high up (around 
chest) will give 
you a picture of 
an upper kick. 







[iliT] 
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lower Kick] 


A lower kick \ 
/ \ targets the 

^ r'-A groin, shins, 

and back of the 
knee. 


i)X 



:oTietimes the 
*'CS are lowered or 
ration of the hips 
; _sed for kicking. 


- ower kick can be used 
r a variety of places. 

. :~e people have shins 
”3: are as hard as steel. 














[Flying Kick] 



Edge of Foot 


:u-<Jhouse kick 
i-'ormed with a 
snap of the hips. 


■ s angle can be 
sed to show a guy 

-g with the leg 
ert and letting go 
•t a kick at the 
■c-nent of contact, 
^ect lines only at 

■ t end of the foot 


This person is flying 
through the air with 
the kicking foot 
extended. This pose 
can be used for both 
flight and the moment 
of contact with the 
opponent. 


This is a straight flying 
kick. She is kicking with 


toes, and sole. 






[Various Poses] 



The cloth of karate 
uniform trousers is thin. 
Draw the wrinkle lines 
emanating from the 
knees softly. 




Opening the legs wide in an arch-like 
manner and lowering the hips creates 
a mood unique to karate action. 


This character is 
jumping down. It can 
pass as a flying kick 
as well. 



v, -■ i. 





Double 

Counter 


Here an upper roundhouse 
kick from the outside is being 
countered with a middle 
roundhouse kick from the 
inside. 


Double counter kicks look the most karate- 
like. They are easy to use in situations where 
the combatants attack each other at the same 
moment, as it is easier to create a powerful 
scene compared to a strike technique. 















[Sitting Poses] 







Drawing wrinkles 
using sharp lines 
results in a dashing 
coolness. / 





























This would be no problem for a character with insane, comic- 
like strength, but in real life the person would be closer to the 
roof tiles. In addition, when the legs are facing in this 
direction, only a straight thrust punch from directly above will 
generate the necessary force. When the character is breaking 
the material with a karate chop or the forearm, the picture 
may be more convincing if the knees point outward 
and the strike is made with the entire weight of the sf 
character. if J 


The character is quite close to the roof tiles. The 
character is in the middle of breaking the tiles and 
there is one left. He will not be able to break the 
final tile if he does not have enough arm left. 
Consequently, a straight thrust punch will be more 
convincing. 


[Common Mistakes & Remedies] This picture of clearly drawn Japanese roof tiles or ice blocks being 

broken has power. A martial arts practitioner might find a glaring error 
in a picture that looks fine at a glance or is okay for a normal comic. 
Breaking of materials using karate strikes is an important technique 
that is usually performed by a practitioner with a black belt. Let's take a 
look at common errors that people make when drawing this in a comic. 
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Make use of kendo for 
scenes of "hitting with 
a stick," "people 
sparring with sticks," 
and "actions with 
swords and daggers." 
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Hitting someone with a club 
or branch. Beat, cut down, 
and stab. Kendo is one of 
the highest forms of battles 
involving weapons. The 
essence of movement with 
a weapon (sword) can be 
found here. 
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They squat with their thighs open. This is 
called Sonkyo (knee bend squat). 


They stand in the ready 
position after the knee bend 
squat. The match begins here. 







The throat area of the opponent is poked. This technique is 
extremely dangerous, so much so that it is often prohibited, 
it is sometimes executed with one hand when the 
opponent leaps forward and sometimes the throat is 
targeted with an aggressive thrust. 


Strike to Face Mask 



The top of the forehead is struck from directly above. The 
forehead will be split open if no protective gear is worn and 
a wooden sword is used. It is sometimes executed with a 
cut from the upper left or right or it is unleashed when 
passing by the opponent. 



The shout used is tsuki. The last sounds of shouts are 
usually lengthened. 



This is a strike to the chest area. It is more like hitting 
than the cutting down from the side you see in a 
samurai sword fight. The trajectory could be a straight 
line or diagonal. In comics, the trajectory itself is 
sometimes not drawn. -Q is drawn instead. 


icter on the left is 
s opponent comes 



Tl 

ct 

st 






-shing at Each Others Sword Guards] 





a 


The combatant on the right has 


overcome the other with his pushing. 
Immediately after this he will attack 


before his opponent can get set 
again. 


K&S 




















Tie in back before raising 
the skirt. 











. pment Style] 




The arm of the 
hand holding the 
sword is bent a 
little and does not 
hang straight 
down. This 
'makes it look like 
he is holding onto 
the sword and 
makes him look 
more like a ( 
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Middle Guard Stance 


The sword is held up. This 
view is from the front. The left 
foot is forward, so this is 
called a left two-handed upper 
guard stance. It will be a 
different stance if the right foot 
is forward (right two-handed 
upper guard stance). 


- sc much stepping forward as it is raising 
- - :* the right foot. In this position the 
: :a* oe swung down at any time. 


When the sword is swung 


down, the handle is held tight 


like wringing a rag. Depict it 


using the angle of the wrists. 





























The metal is hard and 
durable. It would take 
quite a bit of force to 
dent it. 


It protects the shoulders. 
It is equivalent to the 
shoulder pads in 
American football. 


This is made of thick, 
durable leather to protect 
the throat. 





The hip protector consists of three 
panels in the front with two panels 
behind to fill the gaps. 



This protects the side. It is based 
on the exact same concept as 
armor. 


The hip protector is wrapped 
around the trunk protector. 


















* - ‘jo Contest Area] 
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Make use of boxing 
for scenes with 
"punching" and 
"exchanging blows. 1 


The origin of boxing is the 
primitive exchange of 
blows. It is alive today in 
the form of Westerns and 
street fights. Let's learn 
about the crunch of muscle 
being pounded and 
powerful compositions and 








ig Each Other/Beginning of Fight] 


=nead view 
for 
- -'Tc an 
fee scene. 





(- 


You can draw the face of the opponent if 
you capture the back of one of the boxers 
from behind. The normal angle is often 
used for explanatory scenes or as the 
lead-in to an upcoming powerful scene. 


The drawing has been trimmed. The 
situation or mood can be conveyed in one 
frame. You should draw a rough sketch of 
the whole body (including the parts that 
will be outside the frame) first. 
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For a straight 
punch, draw the 
arm fully extended 


When drawing a straight punch, 
think of it as a punch that 
penetrates the chest or face of 
the opponent. 




A boxer steps forward when punching. Except for specia ; 
martial arts and techniques, the foot opposite the 
punching hand should step forward. It will look like the 
hips are going into the punch. 
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JIB' t snort, repetitive punches, 

•ii? often accompanied by 

■mi 7 nc sounds. 


: ounch is a single, powerful 
--S arm is extended straight 
_ ne opponent's lip is cut or the 
rormed at the moment of 


The body is bent backwards to dodge 
a punch. This defensive technique is 
called swaying back. It will look 
authentic if it is accompanied by a 


The character is dodging the 
punch by just bending 
backwards. 









[Uppercut/Body Blow] 


The punch is directed upward with the 
arm bent 90 degrees. A blow to the 
chin is an uppercut. A hit to the 
stomach is a body blow. 


IS. 




7 \ < 
1 w 


4 i 


Draw the elbow in the shape of a 
dogleg no matter what the angle. 








Hitting an opponent with a bent arm and 
pendulum-like blow is not that familiar to 
people other than boxers and martial arts 
practitioners. Chinese kung fu has a similar 
punch, but this punch is one of the easiest 
to use to visually create the feel of boxing. 
But. it is a short-range punch with a 
minimal windup, so visually it does not 
pack the punch that the actual blow does. 
For an uppercut, straightening the arm 
upward at the moment of impact like a 
straight punch will create a flashy image 
that is comic-like. 


mjfc 

Hi 






H 












While an uppercut is a punch from 
below, a hook is unleashed from the 
side in a hooking motion. It is 
characterized by hitting with a slightly 
bent elbow. 


Effect lines can 
be either straight 
or curved 
depending on the 
situation. 


Here the hook is directed 
downward from above. This punch 
can give the impression of a 
special strength even if the person 
has a slight build. The key is the 
arm bent 90 degrees and the 
partial effect lines. 
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Low-tops are like 
sneakers. They 
sometimes have 
decorations like tassels. 






91 









A bandage is about 2.5 to 9 m (8.3 to 30 
ft.) long and about 4.5 to 5 cm (1 .8 in. to 2 
in.) wide. Size will vary depending on 
whether it is an international or domestic 
fight or whether it is a professional or 
amateur bout. 










[Practice Equipment/Training Equipment] 

Headgear 

This protects the ears and head. 
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Boxers use this to gargle. It 
can be thought of as a 
portable, ringside lavatory. 



"=um Jelly 






These are items that the 
cornerman is allowed to bring 
in the ring. Water is also 
brought along. 


: applied to the face and body. 
- s prohibited in the rules. It is 
"event injury. 


^ Cotton Swabs 


Mouth Piece 


Water Bottles 


Towels 

There can be up to three cornermen. Only one may 
enter the ring. The boxer is disqualified if a cornerman 
enters the ring during a round. 
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How to Draw Line Drawings Instructor: Harada 


"Drawing is impossible unless 
a rough sketch is drawn first, 
Rough sketches are 
important." 

Rough sketches will differ depending on 
the person. Some pencil sketches may be 
k almost exactly the same as the drawing 
f* that is eventually penned in, while some 
i, may have so many lines that only the 
person who drew it could possibly pen it 
w; in. The term rough sketch used here refe' 
to "clarifying the image of the completec 
fj'% drawing and grasping the 

a P pearance/state of what you wil1 draw - 

/m which is extremely important. 


"I wanted to express the overall sense of 
speed of a jab. I drew the person being li- 
on the right first. I wanted to make it loo- 
like he was getting smacked in the face 
so I made it look like he was moving. 
When drawing the person on the left, the 
goal is to make it look like he is moving 
even faster than the other person." 
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You usually start bymawing 
the spot where the pefson is 
being hit." 

"The spot where the person is being hit is where the 
power is concentrated. It is one of the places where 
the most attention is paid when drawing, and it is 
also the key component of the completed picture." 


^cres are here. They also determine your eye line. The top 
- : -squired to depict height. 


-In a knockdown scene, you 
start by drawing the person 
being knocked down. It will 
look like the person has been 
^completely knocked out if he 
loses consciousness and falls 
plump on the mat 
defenselessly. It will create a 
quietly powerful scene that 
looks as if time is standing 
still. 



"The outcome of a battle is 
determined at the rough 
sketch stage." 

"A body blow hurts more than any other punch 
Your side really hurts. Perhaps that is why 
drawing a body blow conveys overwhelming 
pain." 


"The key to the facial expression of 
the person being hit is the mouth. He 
would never cry out in pain, but the 
fact is he would really like to groan 
So when drawing, you want to make 
\ it look like some sound is escaping 
from his mouth. You might call it his 
actual appearance or his actual state 
of mind." 


"Draw the shoulder. Convey bulging 
muscles." 



are knockout scenes. The only difference between them 
is where the blow is landing. I make it look like the 
person being hit is withering by using a sense of pressure 
or intimidation." 


"The drawings on this page are of finishing blows. They 


look at pictures of different poses for reference. I change the angle or add/take away hair. This type of 
scene really calls for some drawn letters. Drawn letters will greatly increase the atmosphere." 



















Exercise Bike 

It is used for warming up 
and exercising. 


\ 



Lat Machine 

Sitting and pulling down the bar 
is called lat machine pull downs. 
It strengthens the upper back. 






There are a number of different 
uses. For instance, you can stand 
up and push the bar down. 







Learn from the 
wrinkles and 
movement of clothing. 
Drawing the bad guy in 
a way that makes it 
look like he is really 
being beaten brings 
out the strength and 
coolness of the 
protagonist. 


The location of martial arts 
matches is fixed. The attire 
is pretty much fixed as 
well. A real battle, however, 
can suddenly occur 
anywhere with only the 
barest necessities. The 
important part of fight 
scenes in street clothes is 
the wrinkles and movement 
of clothing. Also, empathize 
with the person being 
beaten when drawing. That 
will bring out the strength 
and coolness of the 
protagonist and make the 
action convincing. 
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Do a good job on the backgrounds of street battles. The background, i.e. 
water and alleys, is what most distinguishes a street battle from normal 


, puddles of 
martial arts. 
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.„, thonr , ”7"'? a.iJ head butting on the opposite page. The third frame with 

,S the ° nly ° ri9inal frame ' A powerful P ro 9 re ssion of pictures can easily be put tog, 
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e rotation of the hips is 
; ow, so the necktie does 













He is about to 
jump. The neck 
stretches in the 
direction of the 















Low Kick He is protecting himself from 
his opponent's attack. 

Normal Low Kick / 


Spinning Low Kick 

© k 



-ts'de Version of Spinning Low Kick 




; rat there is 
ice between 

~tro. 


The person attacking lifts his 
leg just a little. Lifting it about 
this high will look like he is 
simply stepping forward. 


* e -otating 
: ics. he 
: ~e back 

r ts 

—rent's 
as as if 
• -g him. 



The legs of the opponent are 
completely defenseless, 
perhaps because he is 
preoccupied with things going 
on higher up. 


It is a low kick with a 
semicircular, sharp 
curve. 



Depict him stepping 
forward quickly. The 
toes point outward 
in preparation for 
spinning, but the 
position of his upper 
body is the same as 
before. 

The kicking foot is 
already 

perpendicular and 
ready to unleash 
the kick 
immediately. 



Stopping the action when the kick hits the back of the 
knee looks like this. 
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This is the initial 
motion. The foot that 
will be the pivoting 
foot comes forward. 


A kick can take about any form after picture No. 3 
Basically, a kick progresses from No. 3 to No. 9. Tr 
combination 4-7-9 is a roundhouse kick, 5-8-9 is i 
upper kick from a sidekick, and 5-6-9 is a straigh: 
upper kick. Draw effect lines differently depending 
on the type of kick. In other words, effect lines car 
be used to make a kick look like a different kick. 


forward, 


A will lead to 


picture No. 9 


while a kick in the 
direction of B will 
segue into No. 7 or 


No. 8. 

















































Spinning Kick 1 


He senses that a kick is coming and 
assumes a defensive posture. 




He is waiting to see what 
the other guy does. It is a 
seemingly normal 
confrontation. 


This is a run-of-the-mill 
slantwise stance. 


When actually defending 
himself, he would not be able 
to completely defend against a 
strong kick without twisting his 
upper body more to the left. 


He swings his upper 
body to the left and 
unleashes his right knee. 


The pivoting foot - 
and the knee of 
the kicking leg, 
i.e., the fulcrums, 
are stable, so the 
area from the shin 
down extends 
lithely like a whip. 




This is a 
large, circula 
spinning kic* 
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The area from the hip to the 
knee points straight at the 
opponent, so a lot of power is 
generated using a snapping 
motion from the knee to the 
foot. 


The picture was trimmed to highlight the person being 
kicked. He could be steamrolled by the kick or unable to stop 
the kick. etc. You should show the upper body of the person 
being kicked and the area from the knee down of the 
attacker. /"T 


f The heel is pointing in the 

v — 'v — J direction of the opponent. 


This cut is used when you want to emphasize the 
intensity (heaviness and power) of the kick. A close-up 
of the blocking arm and the kicking leg is effective. 



You can change the view depending on your objective 
even if the technique and scene are the same. 








Spinning Kick 2 

© O 


A spinning kick from a high position follows a sharp 
rainbow curve. 


The defender has to move 
in the direction of the arrc 
in order to sustain the kick 


The hem of the jacket 
streams to the left. This 
indicates that he is twisting 
his body strongly in the 
opposite direction. 


His hips are backing away, so we 
know he is scared and an inferior 
fighter. You can depict a competent 
fighter by having him lean slightly 
forward. 


Instantaneous Block 


His fist hits his head as he is 
unable to sustain the force of the 
kick. He was unable to block the 
kick. 


The kicker does not 
lose his balance. He 
can subsequently 
shift to any other 
attack without delay. 


From a presentation 
standpoint this is a 
slow motion shot. 



His blocking fails and 
he is knocked over. 


His head is 
facing down, s: 
there is a sens 
of defeat in tk- 


Kicks the face or the side of the head without 
: nng his opponent a chance to block it. The 
inon progresses from No. 1 to No. 2 and then 
: 3, but it could go directly from No. 1 to No. 3. 

The kicking leg is set 
down smoothly. 





Spinning Kick 3 







:* spins 
;vy while 
- ; ‘xaining 
: salance. 



















































Drawing Person Succumbing with a Back Ground 


Street battles are meaningless without a 
background. Use of various backgrounds 
and situations can bring poses of a 
person succumbing to life. 



This is a person who has been 
thrown to the ground. 



He was kicked with a straight leg. 


He was sent flying with a spinning kick. 



It is not always necessary to add the trajectory 
of movement in the form of effect lines. 
Depending on the frame and your intentions, 
effect lines may give the picture a stronger 
impact and make it easier to understand. 

Think of directions when drawing. 
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Vol. 5: Developing Shoujo Manga Techniques 

Chapter 1 How to Draw Characters 
Chapter 2 How to Draw Backgrounds 
Chapter 3 How to Create Stories 
Chapter 4 How to Create Manga Manuscripts 
ISBN4-88996-08 1 -3 


Vol. 6: Martial Arts & Combat Sports 

Chapter 1 Judo 
Chapter 2 Karate 
Chapter 3 Kendo 
Chapter 4 Boxing 
Chapter 5 Street Battles 
ISBN4-88996-082-1 



Diamond's Comic Shop Locator Service 



You can access the Comic Shop Locator 
Service by calling toll tree: 1 -888-COMIC- 
BOOK 1 1-888-266-4226 ) in the U.S. 
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ISBN 








